Playtest Report: 1 September 2008 

Hi Alfred,
 
Here’s the write-up of the last session we played:
 
Despite the late hour, Oli, Heironymous and Lucius ordered Hals, the terrified fisherman, to take them to the local herbalist’s dwelling. They hoped the healer, Udo, could patch up their wounds and do something about Heinrich’s broken arm. Heinrich was slumped against the side of a barn, lapsing in and out of consciousness. The others carried him to the cottage indicated by Hals and hammered on the door for Udo to wake up. A bleary face appeared through the shutters and told them to go away, didn’t they know what time it was? Udo returned to bed. 
 
The PCs told Hals that his family was in danger from the mercenary stationed in his house. If he helped them persuade Udo to open the door they would go and rescue his wife and children. Hals was too scared to disagree – who knows what these heretics would do if he angered them. He knocked on the door and shouted to Udo, explaining that urgent assistance was needed. Eventually, Udo relented and let them into his house. He agreed to see to their injuries, but expected the usual payment. Since all their money had been stolen a few days before, the PCs bartered a couple of shields for Udo’s services. Udo suggested that perhaps if they had learnt to use the shields they wouldn’t be in such a bad state in the first place.
 
Udo bound and set Heinrich’s left arm, but the operation was not a complete success. He would be unable to use the arm for a few weeks while it was in a sling and even after that he would not regain full use of the limb (half Dex and BS). Lucius and Heironymous also received treatment for their injuries. Oli returned to the boat, on the way taking the time to move Hals’ small rowing boat and tie it to the Cold Water. Hals would not be escaping home without their knowledge. Heinrich remained unconscious in Udo’s house and the others agreed to collect him in the morning. They returned to the boat and discussed a plan to take out the remaining mercenary at Hals’ house and take the horses as a reward.
 
Meanwhile, on the Cold Water, Leon had turned over the conscious captive mercenary to the local militia. Leon believed the man had revealed everything he knew and was no longer of use to them. Wild Willi was not regaining consciousness, no matter how much Leon slapped him around the face. Eventually, Leon realised that Willi would probably not wake up for days and had suffered such severe head injuries that he would be unable to answer their questions even if he wanted to. Leon put him out of his misery…
 
The other PCs returned and Leon explained that Willi had died from his injuries. They began formulating a plan to take out the last mercenary. Lucius was still too injured to take part in further activities that night, so he chose to stay on the boat. Oli, Heironymous and Leon took Hals and rowed across to the east bank of the Söll. The fog was still thick around the river. Hals told them where they could find his small house, although in the dark and the low visibility they couldn’t see it from the riverbank. Leon and Oli volunteered to creep up to the house on a surveillance mission; Heironymous would wait with Hals at the river. The fisherman was upset that they wouldn’t let him near his own house and family.
 
Oli watched from a short distance away while Leon went around to the back of the cottage. He spotted five horses tied up and a dim light coming from the back room. He then sneaked round to the front door and tried the handle. The door was bolted, but he heard movement inside the house. Leon dashed to the back door, just as an armed and armoured man opened it to investigate. This startled Leon, who turned tail and fled off into the foggy night. Oli maintained his position and watched. They had hoped the mercenary would chase after Leon, but the guard stayed where he was. Their target was now aware of their presence and would definitely be on his guard. 
 
Leon kept running until he found himself alone in the fog, in a field of vegetables. He suddenly realised he didn’t know where he was, and didn’t know if he was being followed. He stumbled backwards and fell into a pumpkin-headed creature whose arms were outstretched and clawing towards him! Leon jumped in terror, believing the Eldritch Guardian from Eppiswald had found him. He darted off, having never run faster in his life. He wasn’t to know he had just bumped into an ordinary scarecrow… After a while he regained his composure and listened out for sounds of the river in order to get his bearings. He then made his way down to the bank and walked along the edge of the Söll until he came across Heironymous, Hals and Oli, who had returned to his companions in the meantime.
 
They would need a new plan to deal with the mercenary problem. Hals was worried about his wife and children and demanded to accompany them to the house. The PCs decided that Oli would go to the back door while Hals would knock on the front door. Heironymous and Leon would wait at either side of the front door so that when it was opened, they could push Hals out of the way and deal with the mercenary. Heironymous loaded his crossbow and aimed it at the door, hoping it wouldn’t be Hals’ wife who answered the knock. Hals rapped on the door and called out that he was alone. The door was opened cautiously by the mercenary hiding behind his shield. Hals ducked down and Heironymous pushed him off to one side while firing his crossbow at the man in the doorway. The bolt missed its target and embedded itself in the lintel. The mercenary charged at Heironymous, swinging his sword. Leon ran away, back to the riverbank. Oli, hearing the commotion, opened the back door and ran through the house to see what was going on. He passed a cowering peasant and her two children. They looked scared but unharmed.
 
Heironymous dropped his crossbow and fumbled for his sword, managing to dodge the blows from his assailant. Oli charged in from behind but was unable to land a blow. The mercenary swung his sword impressively and it connected with Heironymous’ shoulder, lopping his left arm off entirely. The limb spiralled through the air and landed in a patch of cabbages. Heironymous collapsed in horror and died. The mercenary looked surprised for a moment, then turned to face Oli. But Oli had no intention of facing such a tough opponent and fled back through the house and off into the night.
 
Leon saw Oli running towards him and jumped into the rowing boat. Oli dived in too and between them they figured out how to get the vehicle across the river to safety. There was no sign of them being chased, but they didn’t want to take any chances. The mercenary was clearly a formidable warrior and neither of them had any desire to see him again. The horses would have to be given up as it was too dangerous to retrieve them. Back at the Cold Water, they reported what had happened to Lucius and mourned the loss of Heironymous. Heinrich would be the one most affected by Heironymous’s death: they were good friends and long-standing travelling companions. But he was still recovering at the herbalist’s house and wouldn’t learn of the night’s events until the morning.
 
All three PCs on the boat agreed they would be safer leaving Captain Datz and travelling on to Pfeildorf by themselves. They didn’t want to bring any more trouble upon the captain and his sons, and the boat was quite recognisable to anyone searching for them. They decided to stay on the Cold Water as far as Meissen, the next planned stop. After that, they would secure their own travelling arrangements. Luckily, Oli was born and bred in Meissen and knew some contacts there who might be able to help them. They retired to bed and tried to get some sleep for what was left of the night.
 
***
The PCs are having a tough time of it. Even a single opponent causes them difficulties. Simon asked if he could spend a Fate Point to have Leon somehow intervene and save Heironymous’s life, but Jake didn’t want him to. He was content with letting Heironymous go at that point. Leon’s cowardice is just part of the problem. The players know about it, of course, and Tim in particular is a bit annoyed that it is resulting in his character taking more damage. The PCs don’t yet realise just how cowardly Leon is as he has managed to hide it so far or had excuses for not getting involved in combat situations.
 
The rest of the session was spent speculating about what sort of character Jake could return with and how we could incorporate them into the campaign. We thought it would be a good idea if the new PC was a friend of Oli’s from Meissen, since they were heading there next. This would provide us with an opportunity to easily introduce him/her. There was also talk of making Jake play a character who could make up for some of the skills the group is lacking, either a spellcaster or a warrior. Jake is the only player in the group who isn’t all that familiar with the WFRP rules, so he didn’t want to have spells to worry about. Instead he rolled up a few different characters until he found one he liked – a drunken Elf sailor. He is developing the background details before next session. Meanwhile, I need to remind myself of the alcoholism rules!
 
Last session they were thinking of walking to Pfeildorf, perhaps in disguise, rather than continue on the Cold Water. I don’t know whether the arrival of Karelia Meitner will convince them to stay with Captain Datz and crew, but it doesn’t matter too much if they take the road instead. I’ll let you know how things pan out.
 
Cheers,
Rich
